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l-une  Huuik,  standing  at  the  console  of 
the  video  game  called  Fliminutor  jubs  his 
four  control  buttons  He  ih  currying  on  n 
conversation  with  a  bystander  and  ut  the 
same  time  his  illuminulcd  score  is  mount 
ing,  mounting  Huuck  ought  to  be  good  at 
Lhminutnr  lie  wai  one  of  the  primury  dc 
signers  of  the  game,  which  Gremlin  Indus 
tries  built  last  full  ut  ils  plant  on  Acm  Drive 
in  Kearny  Mesa  Bui  this  electronic  erta 
lion  is  u  mutch  even  lor  its  cicntnr  Huuck 
may  he  relaxed,  but  he  pluys  alertly,  fin 
gers  dancing,  eyes  fixed  on  the  space  buttle 
Booming  on  the  screen  Of  all  the  t  Id  to 


games  Huuck  hus  played,  Hlumnutons  his 
favorite,  despite  the  fact  that  when  it  hit  the 
market,  it  flopped 

Sonic  units  were  sold,  but  by  the  end  of 
November  a  mere  six  weeks  alter  it  waa 
introduced,  the  game  was  doomed,  u  fact 
over  which  Huuck  still  seems  to  be  gnev 
tng  today  Of  course,  to  anyone  in  the 
video  game  industry,  a  flop  is  a  major  dis 
appointment  For  a  company  like  Huuck  s 
employer,  Gremlin,  a  losing  game  tan  cost 
at  least  $150,000,  while  a  bit  (such  us  the 
local  company'!  current  winner,  Zaxxon) 
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nents  ihui  miniate  complicated  inform* 
lion  into  simple  ycs*Dt>  impulses  The  end 
,;MVdu,i  was  an  electronic  box  about  the 
sue  01  a  laigc  hand- he  Id  calculator  which 
could  do  one  thing  -  plav  a  mean  game  ot 
Mon 

Similarly,  Hauck  a  next  homemade 
plaything  didn't  involve  hi.x  thinking  up  a 
new  game  but  instead  hiking  an  old  one 
and  adapting  it  to  the  developing  icvh  ml 
og>  In  this  case.  1 4  (tuck  got  the  idc, 
building  a  little  bread-bo*  cue  computer 
he  could  attach  to  hit  home  television  set 
and  which  would  create  (on  the  screen  llhe 
game  of  black |*tk  Unoriginal  perhaps 
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artfe  hadFTnroteea  back  ta  the  early  197Qi 
that  aonccnnpoten  would  be  the  loo)  of 
Khefatac  When  hn  employer  ai  the  tune, 
Lockheed,  refined  a  purchase  one  of  the 
in*  flitiamralTj  vmt  o'  :pacf  compur 
Ijg  hur^i  Hauck  ask  the  then  fairly 
na*.  n  step  of  Hpczkimg  45500  qb  one  of 
the  lAgrtal  E^aipmeai  Corporation  s 
FDP4  Bias.  Cpcm  motiac  lu  San  Diego 
(IS  joadte  fcUff  ofSpecvrirDvnaimcs.  an 
HKtTumem  manufactutcn.  he  parked  the 
milKM  aatcompuier  in  a  back  bedroom  of  his 
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use  id  Claire>nonl:.  .Hauck S  plan  was 
simply  m  leant  i he  new  icchnology ,  and  as 

pan  of  i hat  process  he 

games  that  came  with  the  system  (Such 

games,  played"  on  the  madffiHH^H 

ly pc  printer,  developed  as  a  whimsical 
hy  product  ol  the  new  compuie%)  One 

ihai  entranced  him  was  a  Ionic* '  deduction 

game  called  Moo  Before  long,  he  warned 

to  shaie  it  with  his  fnends,  so  he  sumtdto 
another  love,  simplifying  cumprmP 
technology  in  a  way  that  made  it  more 
affordable  In  this  instance,  ihai  involved 
Hauck  painsiakingly  soldering  together 
twenty-five  logic  circuits,  those  compo- 


nenr  that  translate  complicated  infanaa- 
■hon  into  simple  yes-no  impulses  The  end 
nrodu  t  was  an  electronic  box  about  the 
size  of  a  large  hand-held  calculator  which 
could  i  j  one  thing  —  play  a  mean  game  of 
Moo  te  m 

Similarly,  Hauck  s  nest  homemade 
plaything  didn't  involve  his  thinking  up  a 

new  game,  but  instead  taking  an  old  one 
und  addling  »t  to  the  developing  technol¬ 
ogy  In  this  case,  Hauck  gsH  the  idea  of 
building  a  little  bread-bo \  size  computer 

he  could  urtach  to  his  home  television  set 
and  which  would  create  (on  the  screen )  the 
game  of  blackjack  Unoriginal ,  perhaps. 
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arrival  on  ihc  market  with  Blockade, 
Gremlin  faced  a  more  immediate  problem . 

"Wc  were  stuck  with  many  of  these 
boards,  lots  of  cabinets,  lots  of  monitors. 
No  demand  for  the  product."  As  a  result, 
Hauck 's  main  inspiration  for  games  at  that 
pota(  came  from  “walking  through  the 
stockroom  and  seeing  which  piles  [of  un¬ 
told  material)  were  the  highest.  Thai’s 
creativity  is  a  very  applied  context,"  the 
tharty -six -year-old  designer  says 


One  day  recently  Hauck  said  he  thought 
he  still  had  one  of  those  early  Blockade 
circuit  boards  in  the  "archives"  of  his 
office  in  Gremlin's  Aero  Drive  facility. 
Pulling  back  a  plastic  wall  divider,  he  re¬ 
vealed  an  antechamber  filled  with  card¬ 
board  boxes  overflowing  with  sundry  elec¬ 
tronic  components.  He  began  rooting 
through  the  electromechanical  under¬ 
growth.  Within  minutes  he  had  flushed  his 
quarry. 

That  circuit  board,  the  "mind"  of 
Hauck ’s  first  video  game,  is  a  light-green 
plastic  rectangle  eight  and  a  half  inches 
wide  by  eleven  inches  long.  It  looks  a  lot 
like  a  cheap  toy  model  of  a  neighborhood, 
consisting  mostly  of  black  plastic 


‘  houses ’ ’  connected  together  by  meander 
mg,  silvery  footpaths  Hauck  pointed  out 
the  "input-output"  section  of  the 
neighborhood  (the  pan  that  drives  all  the 
game  controls,  such  as  the  push  buttons 
and  coin  mechanism)  and  another  section 
that  drives  the  microprocessor.  The  actual 
computer,  the  microprocessor  itself,  looks 
like  a  miniature  warehouse,  a  white  plastic 
wafer  maybe  two  inches  long.  "Over  here 
is  the  video,"  Hauck  says,  indicating  the 
circuits  that  tell  the  TV  screen  what  to  do. 
In  the  sound-effects  comer,  the  transistors, 
capacitors,  resistors,  and  the  like  resemble 
the  neighborhood  playground. 

Hauck  says  he  never  really  designed  this 
particular  circuit  to  do  anything  but  play 


Blockade  and  Commotion  But  being  m 
how  it  was  a  microcomputer  and  a  had 
plug  in  memories,  the  obvious  thing  to  do 
at  that  point  (faced  with  the  ghit  of  Block 
ade  parts  inventory]  was  to  quickly  design 
another  game  that  used  the  old  hardwwe 
Economic  realities  dictated  it  '  This  **» 
Hauck  s  first  really  organized  attempt  te 
come  up  with  a  game,  and  unlike  the  crea¬ 
tion  of  Blockade,  he  says  It  was  work 
The  result  was  Hustle,  which  resembled 
Blockade,  with  several  added  rwists  Hus¬ 
tle  pitted  two  players  a gainst  each  oAer 
each  controlling  a  snakciike  video  form 
Each  time  one  would  crash  mio  the  other 
both  tails  would  grow  longer,  so  that  dr 
end  of  the  game  resembled  Blockade  m  dir 
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iv^vf  to  avoid  crashing  into  “walls.  In 
addition^  the  players  shot  at  sporadically 
appesuriifcc  targets  * ‘Hustle  did  pretty  well 
[ctsmmercially].''  Hauck  says.  While  it 
belied  dear  out  the  parts  inventory ,  Hauck 
mamraim  dial  Gremlin  still  wasn't  an  effi¬ 
cient  manufacturer.  ‘We  didn't  have  mar¬ 
keting  to  speak  of.  We  kept  buying  more 
things  than  we  needed.” 

Gremlin  had  not  yet  grasped  the  peculiar 
nature  of  demand  for  video  products.  Un- 
like  traditional  products  for  which  demand 
over  time  builds  gradually  to  a  crest,  and 
then  slowly  drops  off,  Hauck  says  the  de- 

shaoe  fw,VldC°  games  resembles  the 

J**  ■*  «  skyscraper,  shooting  up  sud- 

deDlV-  -  W  **  for  a  shon  time  £ 


plummeting.  “There’s  still  a  Blockade  at 
the  golf  center,”  Hauck  says,  “but  that’s 
not  the  point.  The  way  this  business 
works,  you  make  a  game,  then  stop,  and 
then  you  never  make  that  game  again .’  He 
says  in  contrast,  the  wall-game  business 
had  been  steadier,  but  making  up  for  the 
lost  stability  are  the  spectacular  profits  the 
video  games  generate.  “Wall  games  could 
never  make  the  same  income.  That’s  what 
killed  ’em.  That’s  what  hurt  pinball.  Pin¬ 
ball’s  not  quite  dead,  but  it’s  suffering 
because  a  good  pinball  game  might  make 
S200  a  week.  A  really  good  video  will 
make  $450  a  week.  If  you  were  an  arcade 
operator,  which  would  you  buy?” 

For  the  same  reason.  Gremlin  doggedly 


determined  to  stick  with  the  video  prod¬ 
ucts,  and  after  Hustle,  Hauck  designed  yet 
another  game,  Blasto,  still  using  the  same 
integrated  circuit  board.  For  the  first  time, 
however,  Hauck ’s  only  contribution  to  the 
game  was  to  write  the  specifications  de¬ 
scribing  how  the  game  should  work.  To 
write  the  actual  computer  code,  Gremlin 
brought  in  a  professional  programmer.  Un¬ 
like  Blockade  and  Hustle,  in  which  the 
game  had  started  with  an  almost  blank 
screen  in  which  players  built  up  a  maze, 
Blasto  opened  with  a  “mine  “-Filled  field 
which  the  player’s  “starships”  had  to  blast 
away .  4  ‘This  creates  great  satisfaction;  you 
think.  ‘I’m  actually  blowing  the  game 
apart.’  “To  satisfy  the  demands  of  Grem¬ 


lin  employees  who  complained  that  they 
wanted  to  play  the  gan  at  times  when 
they  lacked  partners,  Hauck  incorporated  a 
one-  or  two-player  option.  Again,  the 
game  did  relatively  well,  but  Hauck  puts 
that  statement  in  peispective.  He  says 
Gremlin  sold  maybe  3000  to  4000  units  of 
Blasto  In  contrast,  a  big  game  at  the  time 
for  one  of  the  video  giants  Hike  Atari) 
would  have  sold  some  30,000  to  40,000. 

By  this  point  Hauck  was  beginning  to 
feel  like  a  costume  designer  forced  to  outfit 
different  successive  actors  in  a  set  of  cloth¬ 
ing  that  had  been  custom-tailored  for  one 
person  He  kept  chafing  at  the  limitations 
of  the  design  of  the  first  circuit  board,  so  he 
(continued  on  page  12) 
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built  a  new  one  to  expand  what  his  games 
could  do.  "1  had  gotten  into  a  defensive 
posture  After  backing  into  this  [the 
Blockade]  board  three  limes,  I  thought 
maybe  we’d  better  design  the  new  one  to 
run  a  bunch  of  games .  So  it  had  much  more 
memory  [eight  times  what  Blockade  had 
used]  and  a  better  graphics  system.”  With 
the  new  design,  Hauck  for  the  first  time 
could  get  smooth  motion  (in  any  direction) 
on  the  video  screen,  instead  of  the  jerky, 
checkerboard  moves  to  which  the  first 
board  had  restricted  him 

One  of  Hauck ’s  favorite  creative  envi- 
ronments  is  the  “boring  professional 
seminar,  especially  the  kmd  where  they 
give  you  the  notes  ahead  of  time  and  the 
lecturer  reads  the  notes.  So  you  can  flip 
through  and  know  exactly  what  you’ll  be 
missing  if  you  tune  out  .”  He  says  at  such  a 
seminar  three  separate  ideas  for  how  to  use 
his  new  circuit  board  came  to  him.  He  still 
has  the  thick  specification  he  wrote  for  one 
of  them.  Depth  Charge,  and  a  few  units  of 
the  game  itself  can  still  be  found  around 
the  county.  At  the  controls  of  one  in  Uni¬ 
versity  City,  Hauck  si arts  the  play.  Imme¬ 
diately  it  is  obvious  what  a  technological 
leap  Depth  Charge  represented. 

To  the  distinctive  sound  of  pulsing  so¬ 
nar,  the  player  directs  a  destroyer  which 
moves  back  and  forth  over  an  ocean  teem¬ 
ing  with  deadly  submarines  All  the  action 
on  the  screen  is  fluid  and  smooth.  “I  think 
i  sorta  invented  a  new  weapon,”  Hauck 
chortles,  pointing  out  that  the  submarines 
release  mines  which  float  to  the  surface 
and  can  there  blow  up  the  player’s  de¬ 
stroyer  “At  least  no  one  ever  questioned 
|  me  on  U,'  *  he  says  The  depth  charges  that 
players  send  tumbling  down  from  the  de¬ 
stroyer  to  die  subs  arc  similarly  unrealistic, 
but  Hauck  says  that  oMtof  those  golden 
ot  wdeo  dcsi&n  dictated  this  devia¬ 
tion  from  verisimilitude 


*Td  watched  all  those  war  movies 
where  they’d  yell,  ‘Set  ’em  all  for  fifty 
feet*’  So  I  knew  how  a  real  depth  charge 
works  You  set  ’em  for  a  certain  depth ,  and 
they  only  explode  there.”  As  a  result,  the 
game  as  it  was  originally  designed  featured 
a  side  lever  which  players  had  to  adjust  lo 
set  the  charges  However,  when  Gremlin 
field-tested  a  Depth  Charge  prototype, 
“people  weren't  touching  the  depth  charge 
lever  The  charges  would  go  right  by  the 
subs.  Players  would  pound  the  console! 
Every  single  player  had  this  problem. 
They  wanted  the  game  to  play  the  way  they 
thought  a  depth  charge  would  blow  up  — 
on  contact.”  Back  lo  the  lab  went  Hauck 
and  the  prototype,  which  was  swiftly 
altered. 

One  other  wrinkle  marked  the  debut  of 
Depth  Charge.  Frank  Fogleman  recalls 
that  just  a  few  days  after  Gremlin  had 
applied  for  legal  protection  of  the  “Depth 
Charge”  name,  Alan  showed  up  at  the 
copyright  office  to  file  an  application 
under  the  very  same  name  for  a  game  that 
was  almost  identical  to  Gremlin’s  initial 
prototype  Because  Atari  then  had  to 
change  its  game’s  name  and  refilc,  Fogle 
man  says  Atari  suffered  a  slight  delay  in 
coming  to  the  marketplace.  When  it  did 
appear  (complete  with  the  tricky  depth- 
setting  mechanism)  it  never  did  as  well  as 
Gremlin’s  version.  Fogleman  says  the  in¬ 
cident  prompted  hours  of  speculation 
within  Gremlin  over  whether  Atari  had 
pirated  the  idea.  “Finally,  wc  decided  it 
was  just  coincidence  But  you  always 
wonder.  ” 

Hauck  agrees  it  was  probably  chance 

“When  you  spend  a  lot  of  hours,  as  1  do, 
sitting  around  and  trying  to  think  up 

games,  you  soon  realize  that  (here  really  is 

a  quite  limned  choice  of  what  you  can 
do  ”  The  second  idea  which  came  to  him 
during  the  honng  seminar  was  perhaps  an 
exception  —  butltrvery  ofjginaJtiy  jinxed 
if  Dubbed  Maestro,  it  would  have  re¬ 
quired  players  to  race  each  other  to  identify 
electronically  synthesized  tunes  hut 
Hauck  the  problems  wah  securing 
permissions  to  use  the  songs  stymied  the 


project  Gremlin  did  build  his  third  idea.  *“ 
game  called  Fortress  But  when  the  com¬ 
pany  field-tested  it.  the  game  met  with 
only  a  lukewarm  reception,  so  it  was 
scrapped 

“But  1  like  this  game/*  says  Hauck. 
standing  in  front  of  one  of  the  lew  For¬ 
tresses  still  in  existence  On  the  screen  are 
a  pirate  ship,  a  fortress,  and  three  cannons, 
which  the  player  controls  with  three  sepa¬ 
rate  firing  hunons  and  which  he  uses  to 
defend  the  fortress  Like  all  of  Gremlin's 
games  up  to  that  point,  the  screen  included 
a  timer,  which  limited  the  length  of  play 
Howes  er,  if  a  player  reached  the  end  of  the 
time  w  ith  part  of  his  fortress  remaining,  he 
could  go  into  extended  play  (during  which 
the  pirates  would  attack  more  and  more 
aggressively).  The  innovation  reflected  a 
growing  conviction  in  the  video-game 
business  that  another  vital  principle  of 
game  design  is  to  give  the  player  at  least 
the  illusion  (hat  a  quarter  will  allow  him  to 
play  forever  (if  he  just  gets  good  enough) 
“Nowadays  it's  suicide  to  have  a  timed 
game,“  Hauck  declares 

Fortress  also  incorporated  another  indi¬ 
cation  of  Hauck ’s  growing  cunning  Back 
when  Gremlin  had  test-marketed  Blockade 
at  the  miniature  golf  center,  Hauck  learned 
a  lesson  about  the  unexpected  ways  play- 
ers  may  interact  with  the  games  One  day, 
while  lurking  around  the  center,  Hauck 
had  spied  a  mother  and  daughter  at  the 
Blockade  console,  but  to  his  amazement, 
instead  of  following  the  rules,  according  to 
which  they  must  try  to  avoid  hitting  each 
other,  “they  would  immediately  head  for 
each  other  on  just  the  shortest  path,  and 
then  they’d  hit,  hear  the  explosion  sound, 
and  laugh  their  heads  off  Then  they’d  put 
a  quarter  in  and  do  it  again  It  was  the 
funniest  thing  My  first  impulse  was  to  go 
over  and  tell  ’em,  ‘Sorry,  you  must  not 
have  read  the  instructions  *  But  then  l 
thought,  ‘Who  am  l  to  tell  'em  not  to  put 
their  money  in?”  He  decided  the  game 
designer  should  instead  try  to  plan  ahead 
for  unconventional  play  methods,  and  in 
Fortress  he  applied  the  lesson  Hauck  fig¬ 
ured  itmi  eventually  some  player  would 


the  bright  idea  ot  getting  two  fntwm.  and 
putting  one  man  on  each  cannon,  tfcm  al¬ 
lowing  three  people  to  play  for  ooc  quar 
ter  So  Hauck  designed  the  game  with 
score  counters  under  each  individual  can 
non  something  no  one  would  really  even 
understand  until  he  had  thought  up  the 
threc-player  scheme  *We  want  the  player 
to  feel  that  he  s  figured  something  out  and 
is  really  pulling  something  on  us  Any 
thing  to  get  those  next  quarters  Discos 
ery  s  an  important  thing  in  a  game  For  the 
macho  arcade  player  you  want  to  have 
some  things  that  aren  't  laid  right  out  “ 

Hauck  was  strolling  through  an  arcade 
one  mght  when  suddenly  he  noticed  some¬ 
thing  beside  such  a  macho  game  player 
that  player's  girlfriend  “When  1  looked 
one  thing  that  became  very  obvious  was  5 
that  the  women  in  the  arcade  were  bag 
gage  They  weren't  there  to  play  games 
They  were  there  admiring  their  man  as  he 
shut  the  thing  And  I  thought,  what  an  easy 
way  to  expand  the  market  —  make  a  game 
that  s  appealing  to  women  **  In  fact,  he 
figured  all  he  needed  to  do  was  to  create  a 
game  that  didn't  alienate  women  the  way 
so  many  shooting  and  driving  games  do 
The  result  was  Hauck's  next  creative  ef¬ 
fort,  Frogs 

Frogs  (distinctly  different  from  another 

popular  Gremlin  product  last  year  called 
Frogger)  was  consciously  charming 
Amidst  a  lush .  blooming  swamp .  the  video  I  ore  too  conte 

frog  (at  the  player  s  command)  would  leap  Qf  whe^r  meir  ^ 
up  toward  passing  butterflies  and  insects  1  ,  ,  . 

To  snatch  them,  the  player  had  to  push  a  I  9oin9  *°  °e  P 

“tongue"  button.  The  little  drama  was  I  and  prod uce  the  best 

accompanied  by  the  most  sophisticated  I  jq^  JACXSOW 

sounds  Hauck  had  ever  produced:  a  sue  1 

tion  noise  each  time  the  frog  landed  on  hts  1 

lily  pad,  a  Walt  Disncy-style  “boounggg  *  1 

to  accompany  the  jumps ,  croaks  and  buzz  l 

es  and  tongue  whips  Once  again,  Hauck  \ 

cheated  physics  by  having  the  frog  go  up  l 

and  down  al  a  constant  rate,  instead  of  \ 

accelerating  and  decelerating,  as  would  a  \ 

real  jumping  amphibian  Frogs  did  fairly  \ 

well,  but  in  contrast,  Hauck’s  nc%l  effort  \ 

wan  a  bcmafxde  \nuropb  \ 

(cnqllnuwl  on  fm«*  \ 
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‘Head-On  just  .  .  came  to  me,"  he 

says  reflectively.  "It  wasn't  anything  l 
saw  on  the  screen  like  with  Blockade .  I  just 
flashed  on  the  idea  of  having  fixed  lanes  all 
the  way  around  the  screen,  and  once 
you're  in  a  lane,  you're  committed.  Also, 
there  were  dots  in  the  lanes,  which  bleeped 
and  disappeared  and  added  to  your  scene 
every  time  you  went  over  them.  This  was 
the  world’s  first  dot-eating-up  game'" 
Hauck 's  experience  with  Heads-On  also 
illustrated  how  a  game  concept  can  be  fa¬ 
tally  flawed.  Fortunately  for  Hauck,  he 
caught  this  one  before  production.  He  ini¬ 
tially  had  envisioned  the  game  as  having 
tw  o  players  going  around  the  lanes,  try10? 
to  avoid  bead-on  collisions  But  he  says  in 
the  design  stage  it  became  apparent  that 
‘  if  1  was  ahead,  my  best  strategy  was  to  go 
after  you  and  crash  and  end  the  game  But 
that’s  a  terrible  contradiction  because  one 
of  the  things  people  want  to  do  is  to  extend 
the  time  they  can  play.  We  had  two  com¬ 
pletely  mixed  objectives  Yet  we  tned  and 
tried  and  tried  to  make  this  two-player 
dime  work."  Only  when  he  was  almost 
ready  to  junk  the  project  did  Hauck  recall 
an  afterthought  to  his  anginal  inspiration, 
the  idea  of  pitting  the  player  not  against 
another  player  but  against  a  computer- 
driven  car.  "And  that's  when  the  thing 
took  off,  with  this  idea  of  the  computer 
having  some  intelligence  that  you  could 
see.  That’s  when  1  couktn  i  get  people  off 
the  system." 

This  was  in  1978.  and  in  September  of 
ibai  year  Fogleman  bad  committed  his 
cosupam  to  a  major  change.  "We  could 
see  Hie  boom  coming,  and  we  knew  it 
w  ntld  take  huge  amounts  of  capital." 
Fugleman  recalls  To  obtain  dial  needed 
tHtusioe,  he  sold  Gremlin  for  an  undts- 
es  of  a  Los 

■  called  Scf» 
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Inc 


Rancho  Bernardo  faahtj 

giant  Gulf-J-  Western  Industries,  Inc..  Sega 
already  owned  several  divisions,  including 
a  Japanese  video  game  manufacturer 
called  Sega  Enterprises  Limited,  and 
another  division  that  operated  video  ar¬ 
cades  Hauck  recalls  that  the  San  Diego 
employees  fretted  over  whether  the  sale 
would  hurl  them,  but  almost  immediately 
the  engineering  department  got  an  insight 
into  how  it  could  help.  "Head-On  was 
seen  in  Japan."  Hauck  says,  "and  they 
had  an  industry  veteran  there  who  had  in¬ 
vented  every  game  Sega  had  ever  done.  He 
was  a  very  venerated  guy  on  the  verge  of 
retirement,  and  he  had  seen  Space  In¬ 
vaders.  which  introduced  the  concept  of 


we  eliminate  the  timer  we  had  put  in 
Head-On,  and  we  incorporated  the  sugges¬ 
tion.  That  way,  if  a  player  got  really,  re¬ 
ally,  really  good,  he  could  play  for  maybe 
ten.  fifteen  minutes.  I  think  this  was  a  key 
to  making  the  game  big  You  gotta  be  open 
to  those  suggestions  You  never  know 
what’s  going  to  be  the  pivotal  thing  that 
makes  a  game  really  great  ** 

Gremlin  soon  saw  other  benefits  from 
the  acquisition.  Now  it  could  market  in 
America  successful  games  concocted  by 
the  designers  for  Sega's  Japanese  arm 
One  of  the  first  such  games,  for  example, 
was  a  driving  simulation  called  Monaco 

GP.  which  h<»  proved  to  have  remarkable 


local  arcades.)  Conversely,  the  Japanese 
could  take  popular  Gremlin  games  and 
produce  them  in  their  country  They  did  so 
with  Head  On,  and  Hauck  says  it  did  better 
in  Jupan  than  any  other  Gremlin  export 
since.  I 

Flushed  with  these  successes.  Gremlin 
decided  that  the  end  of  I97S  was  the  proper 
time  to  dazzle  the  industry  with  a  true 
technological  innovation  ‘‘Color  had 
been  used  on  a  few  specialty  games  - 
limited-edition,  high-pneed  items  which 
can't  be  installed  just  anywhere.**  Hauck 
explains  “But  color  had  never  been  used 
on  a  mass  scale  ft  Gremlin  decided  to 
break  from  the  pack  by  introducing  two 
color-game  sequels,  Head-On  2  and  a 
more  sophisticated  version  of  Depth 
Charge  called  Deep  Scan  Unfortunately, 
several  factors  blunted  the  success  of  the 
pioneering  effort 

First,  no  video  game  sequel  has  ever 
done  well,  according  to  Hauck  (He  chalks 
up  Midway's  success  with  Ms  Pac  Man  to 
the  public's  still-unsatisfied  appetite  for 
that  company’s  original  Pac- Man  )  Hir 
thermore.  Gremlin  coupled  the  introducuon 
of  the  color-game  sequels  with  another  in¬ 
novation,  a  marketing  one  The  idea  was  to 
increase  the  appeal  of  Gremlin  games  to 
arcade  operators  by  packaging  two  games 
in  one  console.  However,  in  practice  the 
idea  confused  the  public  and  it  never  really 
caught  on 

Ironically,  another  consequence  of  its 
technological  leadership  caught  Gremlin 
off  guard.  Fogleman  says  when  Gremlin 
brought  out  the  color  games,  it  had  no  idea 
how  well  the  change  would  be  accepted 
“We  were  hoping  maybe  twenty -five  per¬ 
cent  of  the  business  would  go  to  color 
Within  sixty  days,  however,  Fogleman 
says,  “Wc  found  ourselves  with  ware¬ 
houses  full  of  black-and-white  moni¬ 
tors  We  never  dreamed  it  would  be  so 
dramatic  ** 

Hauck  expands  There  are  two  kinds 
of  innovations  in  games  There’s  the  kind 
that  s  a  fad  and  goes  away  quickly,  sad 
tfKrre  *  the  other  kind  that  become*  a  fix 


comr  wai  certainly  in  that  category.  In  one 
year  It  weni  from  file e  two  percent  color 
games  to  ninety -cighi  percent.’ * 

The  game  designer  contrasts  that  with 
speech  synthesis,  a  good  example  of  the 
kind  of  innovation  that  turns  out  to  be  mere 
gimmick  “You  know,  you  always  have 
your  eye  on  these  technologies,  waiting  for 
them  to  become  cheap,  and  when  they  do, 
you  design  games  around  them.  It’s  a 
technology -driven  industry.  Texas  Instru¬ 
ments*  Speak  and  Spell  kind  of  heralded 
the  speech  technology,  and  we  went  and 
got  [computer]  speech  chips,  We  figured 
out  how  to  do  it,  and  put  them  in  our 
games  We  were  wondering,  Is  this  going 
to  be  like  color,  where  you  gotta  have 


speech  or  you  can ’t  sell  ’em?  But  it  turned 
out  that  it  isn’t.” 

In  fact,  that  first  speech-synthesis  game, 
a  game  called  Space  Fury,  which  was  de¬ 
signed  noi  by  Hauek  but  by  one  of  Grem¬ 
lin’s  computer  programmers,  burned  the 
company  badly.  Introduced  about  1980,  it 
incorporated  a  human  voice  into  the  play. 
It  also  utilized  a  new  form  of  color  televi¬ 
sion  technology,  which  proved  to  be  its 
mechanical  failing.  Plagued  by  overheat¬ 
ing  transistors,  the  game  units  in  the  ar¬ 
cades  would  simply  cease  functioning,  so 
budly  besmirching  Gremlin’s  reputation 
for  quality  that  the  company  is  still  battling 
the  negative  imuge.  But  quite  apart  from 
Space  Fury's  mechanical  difficulties. 


Hauck  says  the  experiment  with  speech 
taught  him  another  vital  game  principle 
"The  problems  with  speech  are  some  of 
the  same  ones  you  have  with  any  kind  of 
sound  effect  in  a  game.  There  are  two 
extremes:  you  have  a  decibel  w  ar  going  on 
in  the  arcades,  where  you’re  lucky  to  be 
heard  over  the  hundred- watt  monsters  next 
to  you;  worse  is  if  you  ’re  in  a  quiet  location 
like  a  bar.  There  the  spiff)  sound  effects 
may  sound  funny  and  unusual  to  the  cus¬ 
tomers,  but  how  about  the  bartender  who’s 
been  listening  to  this  for  a  week  7  If  he  can’t 
find  the  volume  control,  he'll  go  »n  and  cut 
the  wires.  So  you  can't  use  only  sound  to 
announce  something  happening  m  the 
game,  because  you  can’t  always  assume 
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do  that  forever, M  Hauck  buys.  “However, 
we  added  a  doomsday  timer  ll  tells  us  that 
alter  three  minutes  in  ihe  f irst  round,  this 
guy’s  playing  games  with  us .  “  Once  the 
timer  is  tripped,  the  game  Kturts  sending 
the  player  an  almost  uninterrupted  stream 
of  ducks.  “After  u  while,  he  can’t  shoot 
them  fast  enough  *' 

liven  (  arnivars  musk  ,  an  arrangement 
ol  the  traditional  calliope  song  Ovei  the 
Waves, M  is  more  than  meets  the  eai 
Hmntk  joints  out  that  every  Him  the  tune 
».  i»  40,  U  asieitilN  In  plit  h  nml  HfivetU  up 
I*»mi(>I3  |»lny  «n>l  tile  v  n  ull* 

(hey  ih  leally  gelling  puuipwd  up,  and 


they  re  not  quite  sure  why  But  the  game  is 
moving  faster,  the  targets  are  moving  fast 
er,  the  music  is  going  up  in  both  pitch  and 
speed  They  Tc  just  all  the  little  details  you 
weave  into  the  fabric  ” 

With  Carnival,  which  had  sixteen  times 
as  much  memory  as  Blockade,  the  task  of 
programming  the  game  had  grown  to  ex¬ 
ceed  the  capability  of  one  single  pro¬ 
grammer  Hauck  instead  found  himself 
doing  what  has  today  become  routine 
managing  programming  teams  composed 
of  several  people  He  likes  to  have  them 
work  within  a  basic  framework  “You 
gotta  have  a  dictator,  I  think  Someone 
who ’s  played  the  game  in  his  head  and  who 
can  answer  questions  just  out  ot  a  feel  for 
the  game .  *  *  But  at  the  same  time  he  says  he 
tries  to  allow  his  programmers  the  room 
for  creative  improvisation  “Some  of  the 
very  best  features  of  some  of  the  games 
that  have  been  called  ‘my’  games  have 
been  done  by  these  programmers  For 
example,  we  have  a  game  underway  now 
where  I  told  the  programmer  that  we  w  ould 
blow  up  an  object  when  the  player  shot  it 
And  he  came  up  with  the  most  sensational 
explosion  I’ve  ever  seen  I  mean,  there  are 
lots  of  w  ays  to  blow  something  up  You 
kind  of  have  to  see  it  But  it  ’s  startlingly 
good  And  1  didn’t  say  to  blow  it  up  that 
w  ay  l  never  would  have  thought  of  that 
Conversely,  Hauck  suys  at  times  ideas 
sound  great  in  a  game  specification*  bui 
when  a  programmer  executes  them  and 
they  play  out  on  the  screen,  they're  re 
vealed  to  be  otherw  ise  ‘  Take  the  idea  ot 
having  had  things  happen  to  the  player  if 
he  doesn’l  play  well  Let's  sav  you  have  a 
cannon  to  shoot,  and  every  time  it  gets  hit 
its  firepower  is  decreased  or  it  slow*  down 
a  little  hit  That  s  a  great  concept  Hut  it 
turns  out  you  never ,  never  cor  f  want  to  do 
that  Kvery  time  you  try  it,  you  know  nght 
away  that  it  ’s  flu*  yvrong  thing  to  do  He 
cause  il  you  take  control  away  tYom  the 
plus  cm  he  teeta  he  's  been  cheated  by  the 
miu  lnnr  1  he  one  thing  vou  ‘ve  got  to  gox 
him  U  a  ven  i  tem  Ihiim  sod  etfr\  < 
<Mlit»t\vi<u  dial  plnym  *  goima  stan  Nag 

mg  on  tin  <  onhoU  AH  he  netveive*  .  mi  A 
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worMy  tmilg  HtumU  Oicitilin  *  mr/hr ( 
ictofcl)  aMfyai  liyt  when  the  heard  tin 
«(oar  ligttHi  tut  (h*f  urei  prftod,  »hr 
nttnl  #*r  art  adr  operator  aod  U>ld  him  Ur 
abiImk  had  id  he  broken  (hr  figure! 
*crr  too  high  to  hr  believed  Aiihough 
(M  pmMypr  had  kjm  ul  (he  fiathy 
fjjpfcd  *h*.Ji  would  drew  up  ihc  filial 
.Mfci,  Ac  pAc  *a  eamiDjr  icvcmy  five 


In  richly  linfliirM  (no  day  oil  weekend*  (lit 
forty  lo  fifty  dollmi  par 
weekday  II  rmnifgh  fnr  f  iruridlfi  to  da^lm* 
i  nit  ten  | 

Vri  despite  flirt#  mil  hit  Hurt,  (Jreifthft 
Mill  nml  n  fu  I  tied  dir  prninfyp*  In  f/ir  fle/d 
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c  ^.tmutd  from  page  H) 
telling  if  m  game  was  good  he  would  play  it 
in  his  head  and  sec  if  H  was  fun  It  was  that 
simple  But  Eliminator  (which  was  also 
introduce  about  last  September)  tricked 
him.  it  was  n  joy  to  play  That  is*  it  was  a 
joy  for  experienced  gameplayers  What 
Hauck  and  everyone  else  at  Gremlin  failed 
io  tee  was  bow  the  game  could  baffle  (hose 
who  were  new  to  it-  “I  think  we  tried  to  do 
too  much  chat  was  new  Too  many  things 
happened  too  quickly, M  Though  the  ex¬ 
perience  evidently  chastened  Hauck*  he 
claims  to  view  it  positively  He  says  his 
«n»i>  next  game  will  consciously  incorpo¬ 
rate  lessons  learned  from  Eliminator*  and 
on  a  broader  scale  he  thinks  it  taught 
Gremlin  an  unforgettable  lesson  about 
testing 

Testing  at  Gremlin  is  the  province  of 
Elizabeth  Falconer,  the  company's 

V  V  *\c iwer  took* 

-nr  intflu  rwh.  —  » 

l  and  elegant, 
ha*  dchcxlc  fcatunr*  and  long  golden 
fjmir'  brf  when  the  takes  the  cotirmh  of  one 
of  the  /MXLim  until  as  she  did  one  recent 

day  «  the  Yellow  Bnck  Road  arcade  in 
Uw*cr»iiy  lownc  Centre,  teen-age  boys 
gravitate  toward  her  and  watch  with  silent 
roped.  Cool  as  a  avnpcr,  Falconer  guided 
hrr  spaceship  through  (he  animated  space 
c*Um  pictiag  oil  the  most  important 


points,  besting  the  previously  high  player 
of  the  day  and  thus  earning  the  right  to 
install  her  initials  on  the  screen  (yet 
another  device  for  boosting  player  egof 
and  thus  coaxing  more  quarters  out  r 
them). 

Falconer  plays  a  lot  of  games  in  Cue 
Gremlin  offices*  as  do  other  seasoned 
players  within  the  company  In  fac*.  up  to 
a  year  or  so  ago,  such  in -house  trials  were 
the  company’s  major  form  of  testing.  But 
the  last  explosive  year  in  the  video  industry 
has  changed  that.  Falconer  says.  Arcades 
have  already  been  installed  in  almost  every 
place  that  could  economically  accommo¬ 
date  them*  and  now  the  only  new  installa¬ 
tions  are  one  or  two  units  at  a  time  in  places 
like  bars  and  markets.  As  a  result*  Falcon¬ 
er  says  the  arcade  operators  arc  becoming 
highly  sophisticated  buyers  of  new  games 
(Arcade  owners  buy  the  games  outright 
from  distributors*  as  opposed  to  leasing 
them,  as  they  might  a  jukebox.)  “A  lot  of 
them  won’t  lake  a  game  that  hasn’t  proved 
itself  tn  a  thirty-day  Held  test**'  she  says. 

To  increase  the  chances  of  that  happening 


HBhunatar 

i  mlhly  Play  Meter  and  the  monthly  Re- 
,  ly.  The  figures  upon  which  those  ratings 
Hie  based  are  often  inappropriate,  and  be¬ 
lies.  by  the  lime  they’re  published 
iiieyTe  already  too  old,  according 
to  Duane  Blough,  Gremlin’s  current 
president 

Blough  says  instead  that  every  Monday 
afternoon  he  receives  a  report  describing 
how  a  cross-section  of  all  video  games 
have  performed  during  the  past  seven 
days  The  data  from  just  one  arcade  could 
be  misleading*  smee  some  games  do  better 
depending  on  the  nature  of  the  arcade.  A 
macho  shooting  game  like  Zaxxon .  for 
example,  does  best  at  locations  like 
Spank v ’s  on  Midway  Drive*  where  lots  of 
servicemen  congregate.  Thus,  Blough  s 
figures  come  from  twenty -five  arades  lo¬ 
cated  all  across  the  United  States  Fur¬ 
thermore.  even  the  data  generated  by  the 
combined  reporting  must  be  interpreted 
artfully  While  most  hit  games  win  instant 
acceptance,  a  few  sleepers  break  the  rules, 
one  example  is  Alan's  Centipede,  which 

sinned  slowly  hat  built  to  a  winner  which 
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bring  in  panels  of  game  players  10  help  tes* 
new  creations  Once  the  testing  phase  ends 
and  the  game  is  thrown  out  in  the  world,  it 
faces  a  brutal  test  for  survival.  “If  you  pul 
a  game  out  and  it  doesn't  jump  up  miu  the 
lop  five  within  a  week*  you  can  pretty 
much  scratch  it,**  Falconer  says 

To  tell  where  its  games  stand.  Gremlin 
claims  it  can  t  rely  on  the  ratings  published 
hw  ii«»  two  industry  magazines,  the  semi- 
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tormanec  is  a  tncky  enterprise,  u  s  also 
difficult  to  rank  the  game  manufacturers' 
standing.  Fogleman  contends  He  says  an¬ 
nual  reports  res  cal  part  of  the  picture 
Thus,  the  1981  annual  reports  showed 
Gremlin  to  have  sales  of  S  150.619,000. 
compared  with  S289  9  million  far  Mid 
way  Alan*  the  perennial  industry  leader, 
docs  not  divulge  its  sales  figures  But 
Fogleman  asserts  that  the  video- game 
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one  more  item  is  added  here  the  side 
panels  <*The  dress  for  the  game”),  there 
the  coin  systems,  and  so  on  The  games 
roll  off  (at  a  rate  of  400  to  700  games  a 
day ).  then  they  move  to  one  final  line-up 
where.  standing  in  neat  rows,  they  si¬ 
lently.  methodically,  relentlessly  play 
against  themselves. 

Hauck  says  it  all  seems  to  be  jelling 
nicely:  the  manufacturing  capacity,  the 
quality  control,  the  marketing  strength  — 
and  one  other  thing  that  is  most  important 
to  him  personally.  As  the  market  has 
evolved  it  has  become  “really,  really 
tough,”  he  says  “Each  game  has  gotta  be 
great,  or  forget  it.  You  won’t  sell  any  of 
'em  In  response,  he  says,  “I’m  the  guy 
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who’s  working  hardest  of  ail  to  get  more 
people  to  develop  games.  Because  I  don’t 
like  the  pressure.” 

He’s  learned  what  doesn’t  work  — 
brainstorming  sessions,  for  instance 
“They’ve  been  absolute  disasters.  Games 
by  committee  are  like  most  things  by 
committee.  He  has  a  concept  of  what 
makes  a  good  game  designer  “A  lot  of 
them  come  from  computer  disciplines.  But 
they  might  come  from  other  places,  too, 
like  people  who  write  cartoons.”  Critical 
is  the  ability  to  work  within  the  limitations 
of  the  medium.  “A  movie  screenwriter 
probably  wouldn’t  work  out  because  in 
movies  he  doesn’t  have  the  problem  of 
making  it  run  on  currently  cost-effective 


hardware  Anything  you  want  to  do  in  a 
fHm  you  can  do  But  here  it*s  gotta  be 
achievable  at  low  cost.” 

Hauck  says  today  Gremlin  has  a  number 
of  company  game  design  groups,  “but 
mainly  we’re  looking  to  our  programmers 
to  supply  ideas.  If  anybody  even  looks  like 
he  has  an  aptitude  for  games,  we  give  ’em 
his  head,  let  him  do  whatever  he  wants  for 
a  while.”  He  estimates  that  ninety-five 
percent  of  such  efforts  haven’t  succeeded 
‘  But  you  only  need  a  few  winners  to  jus¬ 
tify  it.  The  trouble  with  creativity  is  that 
you  can’t  teach  it  and  you  can’t  schedule 

it.” 

Hauck  has  strong  convictions  about 
( continued  on  pcfe  20) 
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been  commg  as  fast  as  ever,  but  hc  \  de¬ 
veloped  a  keener  eye  for  spotting  those  that 
aren't  worth  developing.  And  the  pressure 
to  predict  which  ones  will  be  successes 
after  the  nme-or-so-month  gestation 


fit  drags  which  historically  have  fueled  period  which  video  games  now  require 

own  creativity.  ‘Tm  a  big  believer  in  continues  to  mount.  “Some  of  it  you  can 

lite  ? ribconscious.  The  times  when  I’ve  see  in  the  arcade.  You  can  watch  the  pat- 

creaied  the  best  is  when  Tm  working  the  terns,  watch  how  people  play  things, 

hardest,  doing  the  most.  Going  to  semi-  watch  the  really  excited  people  or  the 

irars  Reading  books.  Listening  to  jazz.  happy  ones.  But  everyone  still  wonders 

Talking  to  people.  Walking  around  ar-  about  things  like  when  will  there  be  an  end 
•  cade?-  The  more  inputs  you  can  cram  into  to  space  games.  Ever?  Now?  A  year  from 

*  your  subconscious,  the  more  it  works  for  now?  This  player  out  there  is  a  moving 

you,  and  pretty  soon  the  ideas  start  target  and  if  you  don’t  track  him,  you’re 
mieg  dead.” 

He  says  hts  own  ideas  for  games  have  In  contrast  with  Fogleman  and  Blough’s 
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blithe  conviction  that  thove  pi,  yens  will  be 
out  there  play  mg  some  kind  ol  %  ideo  ar¬ 
cade  games  indefinitely,  Hauck  sounds 
more  skeptical,  and  for  all  his  intense  loy¬ 
alty  to  Gremlin  he  doesn't  sound  as  if  it 
would  break  his  heart  if  the  video  fad 
faded.  He  even  confesses  to  qualms  about 
the  games,  *i’m  a  parent  and  I  have  to  say 
i  worry  about  the  addictiveness  of  the 
games.  I  ask  my  kids.  ‘You  want  a  dollar 
to  play  Pac-Man?  What  are  you  going  to 
have  for  it?*  Sure,  you  can  rationalize  a 
little  bit.  You  can  say,  *Hand/eye  coordina¬ 
tion.'  Well,  great  for  two  games  of  Pac- 
Man.  But  what  about  the  other  thirty  ? 

‘Tin  really  tom.  Sometimes  1  teel  like 
I‘m  a  Christian  Scientist  pharmacist  1 


mean,  there  are  super-good  things  to  do 
with  microcomputers,  but  f  don *r consider 
this  one  of  them  Talk  to  any  honest- 
speaking  game  designer  and  you  find  him 
trying  to  legitimize  what  he's  doing.  I  feel 
that  way  !  want  to  grow  up  and  do  some¬ 
thing  legitimate  some  day/’  Hauck  says 
he's  currently  responding  to  that  need  by 
spending  his  weekends  trying  to  find  ways 
of  taking  SI49  game  boards  and  working 
on  ways  to  get  them  to  control  the  para¬ 
lyzed  muscles  of  paraplegics  and  make 
them  function  again.  And  then  the 
weekend  ends  and  Hauck  returns  to  creat¬ 
ing  arcade  games,  which  pays  well,  and  is 
challenging,  and  in  a  way  is  like  playing 
one  of  the  games  themselves 
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